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INTRODUCTION 

This chapter presents some important safety rules for player conduct whilst 
attending one of our events. 

Safety  

Key Concept s 

¶ Players are trusted to be responsible for their own and each otherΩs safety. 

¶ If in doubt, ask a ref. 

Combat  

Unarmed 

Care should be taken when using unarmed combat. If you are under the effects of 
alcohol or tired to a point where you can no longer safely use unarmed combat then 
you should have the common sense to refrain from doing so. Remember that LARP is 
primarily a non-contact hobby and any unsafe or uncivil use of unarmed combat will 
not be tolerated. 

Melee 

!ƴȅ ƳŜƭŜŜ ǿŜŀǇƻƴǎ Ƴǳǎǘ ōŜ ƻŦ ŀ Ψ[!wt-ǎŀŦŜΩ ǾŀǊƛŜǘȅ ŎƻƴǎƛǎǘƛƴƎ ƻŦ ŀ ŎƻǊŜ ŎƻǾŜǊŜŘ ƛƴ 
foam and latex. During combat be sure to pull your blows. Under no circumstances 
must the weapons be used to stab, even if the weapon is designed to be safe to do 
so. There may be LARP-safe weapons onsite that have been designed to look like 
ordinary objects such as bar stools or shovels. Do not use something to hit another 
player unless you know it to be designed to do so safely. 

Projectile 

!ƭƭ ŀǊǊƻǿǎ ŀƴŘ ōƻƭǘǎ Ƴǳǎǘ ŎƻƴŦƻǊƳ ǘƻ ǘƘŜ aƛƪŜ {ǘǊƛƴƎŜǊκά{ŜŎƻƴŘ {ƪƛƴέ ǎǘŀƴŘŀǊŘ ŀƴŘ 
bows must not exceed 30lbs at 28 inches. 

Thrown  

Thrown weapons must be larger than an eye socket, be of a safe foam and/or latex 
construction and must not have a solid core or solid weighting. 

Ranged 

Ranged weapon props must be non-firing replicas, BB-guns or blank firing. 

Guns must not have any batteries, ammunition, blanks or other such items installed 
whilst on site. You must also refrain from carrying any of the aforementioned 
paraphernalia upon your person whilst on site. 
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Due to recent concerns raised by players and crew we would ask that laser pointers 
not be used. 

Non -combat props 

Any non-combat props such as tools, utensils and boxes must be of a sturdy 
construction and possess no protruding sharp edges, the exception being knives for 
cutting food which should only be carried on person whilst eating. Combat knives are 
not allowed. Medical props such as syringes must not have needles attached and any 
drug phys-reps must be of a substance that is safe to consume should any mix-ups 
occur. 

Any electrical or mechanical props need to be examined by the organisers before 
being used. Pneumatic systems must be of a low pressure (not exceeding 50psi) and 
be fitted with a dump valve in case of a fault. Electrical systems must be run from a 
DC power supply unless cleared with the organisers beforehand. Mechanisms must 
not have any exposed moving parts such as transmission systems that may cause 
injury. 

Phys-reps 

Gen eral 

The futuristic setting means that costume and props do not have to conform to a 
specific historical period. Generally 19th or 20th century European, Chinese and 
American styles work best, with Wild West fashion being of particular merit. 

Popular culture references are to be avoided; an Iron Maiden t-shirt is a priceless 
ŀƴǘƛǉǳŜ ŦǊƻƳ Ψ9ŀǊǘƘ-that-ǿŀǎΩ ŀƴŘ ƴƻ-one in their right mind would risk wearing one 
openly. 

Similarly any refreshments should conform to the same standard, no Coke cans or 
other well known brands are allowed in the IC areas. Of course, ǘƘŀǘ ŘƻŜǎƴΩǘ ǇǊŜǾŜƴǘ 
you simply removing the label from a bottle of Coke or gluing a new one over the 
can. Discreet or lesser known labels are acceptable, such as those found on ale 
bottles. 

C ombat 

Melee and projectile weapons must be of a historic or modern day design; no high-
fantasy bone-swords or cyberpunk chain-swords. 

Ranged weapons must be of a suitable replica quality. Toy guns are permitted if they 
are of a sufficient quality and scale to avoid breaking the atmosphere of the game; 
no water pistols or poor quality plastic toys. 

Professional 

aŜŎƘŀƴƛŎǎΩ ǘƻƻƭǎ ŀƴŘ ƳŜŘƛŎŀƭ ƪƛǘǎ ǎƘƻǳƭŘ ōŜ ƻŦ ōŜƭƛŜǾŀōƭŜ ǉǳŀƭƛǘȅΦ !ƴȅ ŀŎǘǳŀƭ ǘƻƻƭǎ 
ǘƘŀǘ ŘƻƴΩǘ ōǊŜŀƪ ǘƘŜ ŀŦƻǊŜƳŜƴǘƛƻƴŜŘ ǎŀŦŜǘȅ ƎǳƛŘŜƭƛƴŜǎ ǎǳŎƘ ŀǎ ǎǇŀnners, bandages, 
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voltmeters and stethoscopes add immensely to the atmosphere and allow more 
interesting roleplaying whilst using professional skills. 

Miscellaneous 

If you have any props of which you are unsure of the suitability with regards to phys-
rep or safety guidelines then please contact the organisers well before the event. 
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CHARACTER CREATION 

This chapter explains how create a character for play in the Serenity LRP system; 
players should submit new characters via our website. 

Concept  

The rules listed in this chapter help you describe your character in mechanical terms; 
how effective they are in combat, how good they are at fixing machines and the like. 
We recommend that players start with a brief summary of their character concept to 
help them add depth to their character before they start to worry about the numbers 
that represent them. This can be as brief as ά/ƻŎƪȅ tƛƭƻǘέΣ άGenius Engineerέ ƻǊ 
άCore-world Surgeonέ - or something a little more involved, like άA Browncoat 
veteran, disillusioned by the war and holding a grudge against the Alliance, buys a 
rickety old ship and forges his own path in an ever-ǎƘǊƛƴƪƛƴƎ Ψ±ŜǊǎŜΦέ Once you have 
that, the sections that follow will be a whole lot easier. 

This is also a good time to start thinking about a name for your character; not 
because you need to know it yet, but because it is by far the hardest part of 
Character Creation, so you want to start thinking early... 

Origin  

Knowing where your character came from can tell you a whole lot about who they 
are and where theyΩre going. 

Home Planet 

This is where your character was born and raised; some characters are proud of it, 
ǎƻƳŜ ǘǊȅ ǘƻ ƘƛŘŜ ƛǘ ŀƴŘ ǎƻƳŜ ƘŀǾŜ ōŜŜƴ ƳƻǾƛƴƎ ŀǊƻǳƴŘ ŦƻǊ ǎƻ ƭƻƴƎ ǘƘŜȅ ŎŀƴΩǘ ŜǾŜƴ 
remember, but everyone was born someone. Your characterΩǎ ƘƻƳŜ ǇƭŀƴŜǘ 
determines their Backgrounds, and those in turn affect the skills they have when 
they enter play and the way they develop once in the game world. 

Backgrounds also provide a guide for roleplaying your character in-game, similar to 
character stats (like Strength, Intelligence & Charisma) in tabletop RPGs. 

You must pick a home planet for your character; a list of suitable planets can be 
found in the Serenity RPG or on the FireflyWiki1. If you want to create your own 
planet, you must submit a narrative description with your character details. 

Backgrounds 

Backgrounds are split into three categories: 

                                                      
1
 http://www.fireflywiki.org/Firefly/CategoryPlanets 

http://www.fireflywiki.org/Firefly/CategoryPlanets
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Build 

Your general physical fitness. Characters with high Build are strong, quick and made 
of tougher stuff than their peers. 

Sophistication 

A character that is raised to understand the intricacies of etiquette and courtesy will 
have high Sophistication. They know the right people and can say the right thing to 
open doors ς and are generally wealthier for it. 

{ŎƘƻƻƭƛƴΩ 

Those with proper education and a curious mind will have high {ŎƘƻƻƭƛƴΩ. 
Technological and Medical skills generally require high {ŎƘƻƻƭƛƴΩ. 

A characterΩs starting levels in Build, Sophistication and {ŎƘƻƻƭƛƴΩ are dependent on 
where they originated, broadly split into Core Worlds, Border Worlds and Frontier 
Worlds: 

Background Build Sophistication Schoolin' 

Core 1 2 2 

Border 2 1 2 

Frontier 3 1 1 

Skills (which you will pick later) have a prerequisite background level in order to 
purchase, so if you do not possess a background at the required level it will be more 
difficult to acquire the skill. 

Merit  

9ǾŜǊȅōƻŘȅΩǎ Ǝƻǘ ŀ ǎǇŜŎƛŀƭ ǘŀƭŜƴǘΣ ŀ ƭƛǘǘƭŜ ǉǳƛǊƪ ǘƘŀǘ ǇƛŎƪǎ ǘƘŜƳ ƻǳǘ ŦǊƻƳ ǘhe crowd; 
this is their Merit. 

Each player starts play with a merit which is selected from the list in the Merits 
chapter. If you have an idea for a merit that you would like and that is not listed, 
please contact the organisers beforehand to develop the idea. The advantages a 
Merit provides may be lost ƻǊ ƛƳǇǊƻǾŜŘ ŘŜǇŜƴŘƛƴƎ ƻƴ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ŀŎǘƛƻƴǎ ǿƛǘƘƛƴ 
the game. 

Flaw 

bƻōƻŘȅΩs perfect and some people have more obvious imperfections than others, 
but ǘƘŀǘΩǎ ƴƻǘ ŀƭƭ ōŀŘ ŀǎ ǘƘŜȅ ƻŦǘŜƴ ŦƛƴŘ ǿŀȅǎ ǘƻ ŎƻƳǇŜƴǎŀǘŜ ŦƻǊ ǘƘŜƛǊ ǎƘƻǊǘŎƻƳƛƴƎǎΦ 

You may opt to take a flaw at start-up in order to gain additional points with which to 
purchase skills. You may purchase a maximum of one flaw. A 1-point flaw provides 
you with one additional skill point and a 2-point flaw provides you with two 
additional skill points. 
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Flaws are listed in the Flaws chapter. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Skills  

A Starting character may choose any number of skills to a total cost of no more than 
8 points. This may be increased by taking a flaw. 

The cost of taking a skill is determined by the base cost of the skill, plus any 
prerequisite backgrounds or skills. If you do not possess the prerequisite 
backgrounds the points cost is increased by 1 for every level of background that the 
prerequisite is above your actual background. If a skill is listed as a prerequisite then 
you must possess the prerequisite skill before you may purchase the skill. 

E.g. Armour [Heavy] has a prerequisite of 3 Build and a cost of three points, a 
character with 3 Build may purchase the skill for 3 points whilst a character with 1 
Build must pay 5 points to purchase the skill. 

Some skills will require equipment from the Equipment section or BLUE SUN CATALOGUE 
to use in play. 

Skills can be purchased only once, unless otherwise stated in the Skills chapter. 

Health  

All characters have two statistics that measure their current health for the purposes 
of combat; Vitality & Body. 

Vitality is a measure of how energetic or agile ȅƻǳǊ ŎƘŀǊŀŎǘŜǊ ƛǎΤ ǿƘŜƴ ȅƻǳΩǊŜ ŀǘ Ŧǳƭƭ 
Vitality, youΩǊŜ ǿŜƭƭ-rested and ready to go; when you hit 0 VitalityΣ ȅƻǳΩǊŜ ǿŜŀǊȅ ŀƴŘ 
out of breath. In combat, it is your ability to dodge, duck, dip, dive & dodge and it 
allows you to ignore most damage ς till you run out and slow down... 

Body, conversely, indicates how many times your character can be hit in the face 
with a 2 x 4, shot or otherwise beaten up before they fall over. When your Body is 
ƳƻǊŜ ǘƘŀƴ лΣ ȅƻǳ Ƴŀȅ ōŜ ōŀǘǘŜǊŜŘ ŀƴŘ ōǊǳƛǎŜŘ ōǳǘ ȅƻǳΩǊŜ ƻǘƘŜǊǿƛǎŜ ƎƻƻŘ ǘƻ ƎƻΤ ŘǊƻǇ 
ōŜƭƻǿ л ŀƴŘ ȅƻǳΩǊŜ ƛƴ ŘŀƴƎŜǊ ƻŦ ǎŜǊƛƻǳǎ, or even fatal, injury. 

All characters start with 4 Vitality and 3 Body; these values can be changed by 
certain merits and flaws, the Tough skill and the use of armour. The details of how to 
use these stats can be found in the section under Vitality, Body and Dying. 
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MERITS 

This chapter contains a list of the standards Merits that are available to starting 
characters and a description of the bonus conferred. 

Merit  Description 

Assets You have a greater amount of money to spend on starting 
equipment; 100 credits, to be exact. 

Benefactor Someone has taken a liking to you; you may call on them for 
aid when needed. 

Book Smart +1 {ŎƘƻƻƭƛƴΩ 

Built like a Brick 
Outhouse 

+1 Build 

Cortex Empathy You may purchase the Cortexer skill multiple times. Please 
see the chapter on Skills for details. 

Cortex Spectre There is no computer record of your existence; you are a 
ghost who cannot be tracked. 

IƛƎƘ CŀƭǳǘƛƴΩ +1 Sophistication 

Home Base You own a bit of property on some planet that you can use to 
store things, lay low or entertain guests. 

Lightning Reflexes +1 Vitality 

Lore [type] You have significant knowledge in a specific uncommon area 
(e.g. Reaver Lore.) The organisers will provide you with a lore 
sheet and may be consulted about additional details. 

Mean Left Hook You gain the ability to make the Strike unarmed combat call in 
unarmed combat, even if you do not possess the Cƛǎǘ CƛƎƘǘƛƴΩ 
skill. If you gain the ability to make the Strike call through the 
aforementioned skills it upgrades to Double Strike. 

Mechanical 
Empathy 

The Mechanic skill costs 1 less point per purchase. 

Strong as an Ox You may use a rifle, shotgun or assault rifle in one hand; 
usually they must be wielded in two. 

Stun Resistance You take less effect from Stun calls; when you are knocked 
unconscious, you wake up after 5 minutes rather than 10. 
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Merit  Description 

Tenacious You take an additional minute to bleed a level when in 
negative Body. So -1 to -2 would take you three minutes 
rather than two and it takes you six minutes to bleed from -4 
to -5 rather than five minutes. 

Wealth This merit operates exactly the same as the Investment skill 
with the exception that the money is your own and does not 
need to be repaid. Details of how the Investment skill works 
can be found in the Blue Sun Catalogue. 
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FLAWS 

This chapter lists the Flaws that are available to starting characters along with a 
ŘŜǎŎǊƛǇǘƛƻƴ ƻŦ ǘƘŜ CƭŀǿΩǎ ŜŦŦŜŎǘΦ Cƭŀǿǎ ŀǊŜ ƭƛǎǘŜŘ ƛƴ ƻǊŘŜǊ ƻŦ ǾŀƭǳŜΦ 

Flaw Description 

 One Point Flaws 

Glass Jaw You fall unconscious for ten minutes whenever you are hit 
with the Strike or Double Strike calls, even if the damage was 
soaked on Vitality ς note that this is not the same as being 
knocked out by Stun damage. 

Branded You have a visible brand signifying you as a convicted 
criminal, whether you were guilty or not. This brand must be 
phys-repped and located in an obvious and hard to conceal 
place, such as the face 

Bleeder You take one less minute to bleed down a level when in 
negative Body. So -1 to -2 would take you one minute rather 
than two and it takes you four minutes to bleed from -4 to -5 
rather than five minutes. 

Deadly Enemy ¸ƻǳΩǾŜ Ǝƻǘ ƻƴ ǘƘŜ ǿǊƻƴƎ ǎƛŘŜ ƻŦ ǎƻƳŜƻƴŜ ǿƘƻΩŘ ƭƛƪŜ ǘƻ ǎŜŜ 
you dead as a doornail. 

Lightweight You fall unconscious at -2 Body rather than -4. 

Space Sickness Space flight causes you significant discomfort which must be 
roleplayed in appropriate situations. 

Infamy You are known to be trouble and will have a hard time getting 
folks to trust you. 

Permanent Injury -1 Body 

Slow Healing You require twice as long (2 hours per point) to heal lost 
Body. 

Mistaken Identity Could be you share the name of a wanted criminal, could be 
your face is somehow familiar. Whatever the reason, folks are 
always getting you confused with someone else. 

Stun Vulnerability You take increased effect from Stun weaponry. You spend 
twenty minutes unconscious rather than ten. 
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Flaw Description 

Debt You owe some folks a lot of money and they expect regular 
payments else ǘƘŜȅΩƭƭ come to collect. This is equivalent to 
having a level of the Investment ǎƪƛƭƭΣ ōǳǘ ȅƻǳ ŘƻƴΩǘ ƎŜǘ ǘƘŜ 
money. 

 Two Point  Flaws 

Combat Paralysis ¸ƻǳǊ ƴŜǊǾŜ ƛǎ ǎƘƻǘ ŀƴŘ ȅƻǳ Ƨǳǎǘ ŎŀƴΩǘ ƘŀƴŘƭŜ ȅƻǳǊǎŜƭŦ ǳƴŘŜǊ 
fire. When in combat you may make no action other than to 
run to cover until the fight is over. You cannot even act to 
apply first aid to your friends. 

Slow Learner {ƻƳŜǘƘƛƴƎ ŀōƻǳǘ ǘƘŜ ǿŀȅ ȅƻǳ ǘƘƛƴƪ ƳŜŀƴǎ ƴŜǿ ƛŘŜŀǎ ŘƻƴΩǘ 
sink in too well. 

You cannot benefit from the aid of a teacher whilst learning 
skills in downtime. 

Mute You cannot talk. 

Clumsy Could be you're lame, could be that you're just plain clumsy. 
Either way, tough luck kid. -1 Vitality. 

 Variable (1 or 2) Point Flaws 

Wanted Ref Discretion. Some level of government or law enforcement 
ǿŀƴǘǎ ǘƻ ǘŀƪŜ ȅƻǳ Řƻǿƴ ŀƴŘ ǘƘŜȅ ŀǊŜƴΩǘ ƎƻƛƴƎ ǘƻ ǎǘƻǇ ŎƘŀǎƛƴƎ 
you till they do. 
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SKILLS 

A skill marked with an asterisk (*) may be purchased multiple times for cumulative 
effects. 

Note Membership skills are mutually exclusive; you cannot purchase more than one. 

Skill Costs  

Skills are grouped by standard points cost and are listed with the skill name and any 
prerequisite backgrounds or skills. If no prerequisite is listed the skill will always cost 
the base points cost. 

Skill Prerequisites (if any) 

 Zero Point Skills  

Computer Literate 2 {ŎƘƻƻƭƛƴΩ 

Cƛǎǘ CƛƎƘǘƛƴΩ 2 Build 

Navigate 2 {ŎƘƻƻƭƛƴΩ 

Pistols  

 One Point Skills  

Bow 2 Build 

Conceal  

Escape Artist  

Faith Member 2 {ŎƘƻƻƭƛƴΩ 

Investment*  

Knowledge [type]*   

Martial Arts 2 Build and 2 Sophistication 

Melee [One-handed]  

Open Lock  

Thrown Weapons  

Tough*  
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Skill Prerequisites (if any) 

 Two Point Skills  

Armour [Light] 2 Build 

Cortexer Computer Literate, 2 {ŎƘƻƻƭƛƴΩ and 2 Sophistication 

Cortexing 
Specialisation [role]*  

Cortexer, Cortex Empathy 

First Aid  

Gang Member  

Melee [Two-handed] Melee [One-handed] and 2 Build 

Original Research 
[subject]*  

Knowledge, 2 {ŎƘƻƻƭƛƴΩ 

Rifles/Shotguns  

Swords 2 Sophistication 

 Three Point Skills  

Armour [Heavy] 3 Build 

Guild Member 2 Sophistication 

Guild Member 
[Companions] 

3 Sophistication 

Mechanic* 2 {ŎƘƻƻƭƛƴΩ 

Medicine First Aid and 2 {ŎƘƻƻƭƛƴΩ 

Pilot  

 Four Point Skills  

Assault Weapons  

Surgery Medicine and 3 {ŎƘƻƻƭƛƴΩ 

 Six Point Skills  

Heavy Weapons  
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Skill Descriptions  

Armour [Heavy]  3pts 

You may wear heavy armour such as carapace armour or heavy bullet-proof vests 
which will provide you with +4 Body as described in the combat section under 
Vitality, Body and Dying. To benefit from this skill you must wear an appropriate 
phys-rep. 

If you wear heavy armour without possessing this skill you will still gain additional 
Body but will be at -2 Vitality. 

Armour [Light]  2pts 

You may wear light armour such as flak armour or high-impact weave which will 
provide +2 Body in combat. To benefit from this skill you must wear an appropriate 
phys-rep. 

If you wear light armour without possessing this skill you will still gain additional 
Body but will be at -1 Vitality. 

Assault Weapons 4pts 

You may use basic automatic weaponry in combat as described in the combat section 
under Ranged Combat.  

Bow  1pt  

You may use a bow in combat as described in the combat section under Projectile 
Combat. 

Computer Literate  0pts 

You can competently operate a computer and access information on the Cortex. 

Conceal  1pt  

You may conceal a small weapon (dagger or pistol) or other item about your person. 

Physical searches of your person will not reveal the weapon or item. 

During downtime you may conceal several small items or a single large item (e.g. a 
crate) onboard the ship in which you travel. Searches of the ship will not reveal the 
items. 
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Cortexer  2pts 

You may re-program computer systems and programs and bypass simple computer 
security systems. This is covered in more detail in the BLUE SUN TECHNICAL MANUAL. 

Characters with the Cortex Empathy merit may take the Cortexer skill multiple times 
and this is capped at ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ {ŎƘƻƻƭƛƴΩ. Thus, a character with 2 SchoolinΩ 
(and the Cortex Empathy merit) may take the Cortexer skill twice. 

Cortexing Specialisation [ role] 2pts 

Choose a role: Diagnosis, Inflitration, Tampering or Clean-up. 

You have reached a sufficient level of proficiency in Cortexing to begin specialising in 
a particular area. The effects of each role is covered in detail in the BLUE SUN TECHNICAL 

MANUAL. 

Characters may take the Cortexing Specialisation skill as many times as they have 
points in {ŎƘƻƻƭƛƴΩ & Sophistication. Thus, a character with 2 {ŎƘƻƻƭƛƴΩ and 2 
Sophistication may take the Cortexing Specialisation skill four times. Additional 
levels may have any role, regardless of the role(s) chosen previously. 

Escape Artist  1pt  

You are used to avoiding slavers, lawmen or just trouble in general. If bound by rope 
or handcuffed you may escape the bonds. Roleplay struggling for 2 minutes then you 
may remove the bonds and act normally. 

Faith Member 1pt  

You are a Shepherd or equivalent of your chosen faith (commonly Christianity or 
Buddhism) possess the relevant identification papers, Holy Scriptures and can gain 
access to their facilities. You may also receive instructions and information from your 
faith during play or downtime. 

In-character actions will influence your standing within your faith and may lead to 
promotion or exclusion. 

Note: As you will be roleplaying a member of a real-world religion you are expected 
to be respectful to any beliefs that may not be your own and try not to cause out-of-
character offence. Any one being blatantly disrespectful will be escorted off site. 

First Aid  2pts 

You may stabilise a character that is on -1, -2 or -3 Body. To use this skill you must 
apply an appropriate phys-rep to the character being stabilised, e.g. a bandage. 

This is covered in more detail in the combat section under Vitality, Body and Dying. 




